User’s Guide 


The Edmark Story 


In the late 1960's, a group of educators at the University of Washington developed a 
dramatically different way to teach reading. This new method was remarkably successful 
with students who had met with failure in other programs. By slowly building skills, it 
ensured success and a feeling of confidence. The students who used this method began 
to believe in themselves and in their ability to read. 


In 1970, the Edmark Corporation was formed to make the reading method and other 
quality educational products available to a broader market. Edmark’s mission was to apply 
advanced educational concepts to the development of quality classroom materials. Since 
then, Edmark products have been used extensively in classrooms nationwide, and teachers 
have been vocal in their praise. “So much magic in one box!” wrote one, “Some of my 
students wouldn't be reading without Edmark’s help.” 


Twenty-five years later, Edmark continues to find new ways of empowering young children 
to learn. Computers provide an exciting new tool for learning. Managed by educators, 
Edmark is leading the way in developing engaging, creative software based on proven 
educational concepts. 


Now you can possess the same Edmark expertise that teachers have relied on for more than 
two decades. Edmark’s Early Learning Software provides a captivating method for using the 
home computer to help your child to learn. Millie's Math House, Bailey's Book House, and 
KidDesk are the first in a growing family of products designed specifically for young children. 


At Edmark, we're driven by the wondrous look of children learning something new. Our 
goal is to ensure that if Edmark’s name is on the box, there's a world of learning inside. 


Join the Edmark Education Team Today! 


Get new product and upgrade news, expert educational 
tips for parents, fun activities for kids and more. 


Call 1-800-691-2988. 


(24 hours a day, 7 days a week) 
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Welcome to Millie's Math House 


The software in your hands was created with a great deal of thought 


and care. It reflects our vision of what educational software can be. 
We want to share our love of learning with you and your child, so 
= we've filled Millie's House with hours and hours of learning play, 
colorful characters, enchanting music, smiles, and giggles. 


Through six activities that feel like play, your child will learn about 
numbers, counting, patterns, problem-solving, size, geometric 
shapes, and more. Since five of the six activities have an Explore 
and Discover and a Question and Answer Mode, your child can use 

both divergent (many good answers) and convergent (one 
best answer) thinking. These experiences will help build 

Han basic math concepts and thinking skills that children need 
ee See to make sense of the world around them. 


You can give your child the gift of self-confidence, and 
we want to help. In Millie’s Math House, exploration and creativity are encouraged and 
persistence is rewarded. Children have the opportunity to be in control and to use the 
computer as a tool. We want to make sure you hear your child say, “Look what | can do 


Pe 


Software that combines leading-edge technology with proven educational methods will 
ensure success for your child. This Guide includes Together Time Activities to reinforce your 
child’s learning in a variety of settings, as well as Learning Opportunities and About Kid's to 
offer information you can use as your child's “first teacher.” 


What really counts is what happens when you and your child use the software. During the 
development process, we have listened to teachers, parents, and children, but we would 
really like to listen to you. Please drop us a line, talk to us about your needs, and join us in 
helping children discover the joy of learning! 


The Edmark Development Team 
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For PC/Compatible Users 


System Requirements 


For PC Disk Users For PC CD-ROM Users 

What's in this package? What's in this package? 

a Millie’s Math House Guide a Millie’s Math House Guide 

« Registration card = Registration card 

= Two 3.5" high-density disks = CD-ROM for IBM and Compatibles 
What do you need? What do you need? 

« MS-DOS 3.1 or later » MS-DOS 3.1 or later 


VGA or EGA monitor and video card VGA or EGA monitor and video card 
560K free conventional memory 560K free conventional memory 
Microsoft-compatible mouse and driver 2 MB extended memory (XMS) recommended 
3.5" high-density floppy disk drive to install Microsoft-compatible mouse and driver 
Third-party sound-output device or card CD-ROM drive 

(with external speaker) Third-party sound-output device or card 
» Hard disk (with external speaker) 


Note: Millie’s Math House also runs Hard disk with SOOK tree 
from Windows 3.1. a 25 MHz 386 or faster 


Note: Millie’s Math House also runs 
from Windows 3.1 


Optional: 

« Printer—Print your child's creations. 

= Microphone—Record speech or sound directly using a microphone. To use the sounc-in 
features (record soeech or sound), a sound-recording device is required. 

= TouchWindow-—A touch screen that attaches to your monitor and provides direct, easy input 
for young children or children with special needs. The TouchWindow is available directly from 
Edmark Corporation, 206-556-8484. 


Please... 

= Return your registration card today so you can receive pre-release information on Edmark 
products, money-saving coupons, upgrades and more! Or, if you prefer to register by phone, 
call us at 800-691-2988, 24 hours a day, 7 days a week. 


= Read the rest of this guide so your child can use Millie’s Math House to its fullest potential. 


For PC/Compatible Users 


Installation: Disk 


From MS-DOS: 

1. Insert the Installation disk into your drive. 

2. Type a:install or b:install at the DOS prompt. 

3. Follow the on-screen instructions to configure Millie’s Math House for your computer. 

4. If Millie's Math House has been previously installed in this directory, you must indicate 
if you want to replace the existing version on your hard drive. 

5. After installation is complete, move to the Millie’s Math House directory (for example, 
cd \millie) and type millie. (If you have added Millie’s Math House to your path, restart 
your computer and type millie at any DOS prompt.) 


lf you change your sound device or printer after you have installed Millie’s Math House, you 
must specify your new equipment. To do so, move to the Millie’s Math House directory on 
your hard drive (for example, cd \millie) and type install. You do not need to reinsert your 
disks. You will skip directly to the setup menus, avoiding the rest of the installation procedure. 


From Windows: 

1. Insert the Installation disk into your drive. 

2. Choose Run from the File menu in Program Manager. 

3. Type azinstall or b:install. 

4. Follow the on-screen instructions to configure Millie’s Math House for your computer. 

5. If Millie’s Math House has been previously installed in this directory, you must indicate 
if you want to replace the existing version on your hard drive. 

6. After installation is complete, exit Program Manager and restart Windows. 

7. Double-click the Millie’s Math House icon in the Edmark group. 


lf you change your sound device or printer after you have installed Millie’s Math House, you 
must specify your new equipment. To do so, choose Run from the File menu in Program 
Manager and type c:\millie\install (or the name of the directory where you installed Millie’s 
Math House). You do not need to reinsert your disks. You will skip directly to the setup 
menus, avoiding the rest of the installation procedure. 


KidDesk: 

Running Millie's Math House from KidDesk 

KidDesk is a personalized, colorful program launcher for children. If you choose to run 
Millie’s Math House from KidDesk, use Add Application from the KidDesk Adult Section to 
place Millie's Math House on your children’s desktops. Please see KidDesk Aware (page 42) 
for information about additional features available to KidDesk users. 


For PC/Compatible Users 


Installation: CD-ROM 


From MS-DOS: 

1. Insert the CD-ROM. 

2. Type d:install (d represents your CD-ROM drive). 
3. Follow the on-screen instructions to configure Millie’s Math House tor your computer. 

4. Type d:\millie to run the program. 

If you change your sound device or printer after you have installed Millie's Math House, you 
must specify your new equipment. To do so, insert the CD-ROM and type dinstall. You wil 
skip directly to the setup menus, avoiding the rest of the installation procedure. 


From Windows: 

1. Insert the CD-ROM into your CD-ROM drive. 

2. Choose Run from the File menu in Program Manager. 

3. Type d:install (d represents your CD-ROM drive). 

4. Follow the on-screen instructions to configure Millie’s Math House tor your computer. 

5. After installation is complete, exit Program Manager and restart Windows. 

6. Double-click the Millie’s Math House icon in the Edmark group to run the program. 

lf you change your sound device or printer after you have installed Millie's Math House, you 
must specify your new equipment. To do so, insert the CD-ROM. Then choose Run from the 
File menu in Program Manager and type d:install. You will skip directly to the setup menus, 
avoiding the rest of the installation procedure. 


KidDesk: 

Running Millie's Math House from KidDesk 

KidDesk is a personalized, colorful program launcher for children. If you choose to run either 
the disk or CD-ROM version of Millie’s Math House from KidDesk, use Add Application trom 
the KidDesk Adult Section to place Millie’s Math House on your children’s desktops. Please 
see KidDesk Aware (page 42) for information about additional features available to KidDesk 
users. 


For Macintosh Users 


System Requirements 


For Macintosh Disk Users For Macintosh CD-ROM Users 
What's in this package? What's in this package? 
» Millie's Math House Guide » Millie's Math House Guide 
=» Registration card =» Registration card 
= Four 800K disks = CD-ROM for Macintosh 
What do you need? : What do you need? 
» Macintosh Plus or later « Color Macintosh 
» System 6.0.7 or higher » System 6.0.7 or higher 
=» RAM Memory: » 4MBRAM 
System 6 » CD-ROM drive 


- 1 MB for Black & White 
-2 MB for Color 


System 7 
- 2 MB for Black & White 
-4 MB for Color 


» Hard disk with 4 MB free 


(5.5 MB required during installation) 
May require additional hard disk space if 
using disk compression software 


Optional: 

=» Printer—Print your child's creations. 

= Microphone—Record speech or sound directly using a microphone. If your Macintosh 
does not have builtin sound input, you can add a device, such as the MacRecorder, to 
record sounds and speech. 

= TouchWindow-—A touch screen that attaches to your monitor and provides direct, easy 

Input for young children or children with special needs. The TouchWindow is available 

directly from Edmark Corporation, 206-556-8484. 


Please... | 

= Return your registration card today so you can receive pre-release information on Edmark 
products, money-saving coupons, upgrades and more! Or, if you prefer to register by — 
phone, call us at 800-691-2988, 24 hours a day, 7 days a week. 


= Read the rest of this guide so your child can use Millie's Math House to its fullest potential. 


For Macintosh Users 


Installation: Disk 


Before installation, turn off all extensions and virus-protection software. System 7 
users can do this by holding down the Shift key while their computers start up. 


Follow these steps to install Millie’s Math House on your hard disk: 
1. If using System 7 or MultiFinder with System 6.0.7, quit all applications that are open. 
2. Insert the disk labeled “Disk 1 Install” into your disk drive. 


3. When the “Millie Disk 1” window appears, double-click « 
4. Click on the Millie’s Math House title screen. 
5. For Easy Installation, click (insten_)), and aa 


proceed to step 6. oa es 
Or Click item(s) to select: 

For Custom Installation, click [customize } | areca: 

Select either “Color” or “B&W." Then, so 

click (otstan_ and proceed to step 6. 


6. Insert Disks 2, 3, 4, and then 1 again 
as directed by the messages that appear a 
on your screen. ss 


7. When the screen indicates that installation was successful, click (ait) 


To run Millie's Math House, open the folder on your desktop named Millie's Math House, 
then double-click | 


Installation: CD-ROM 


1. Insert the CD-ROM. 
2. Double-click the Millie’s Math House 
3. Explore Millie’s Math House. 


KidDesk: 

Running Millie's Math House from KidDesk 

KidDesk is a personalized, colorful program launcher for children. If you choose to run either 
the disk or CD version of Millie’s Math House from KidDesk, use Add Application trom the 
KidDesk Adult Section to place Millie’s Math House on your children’s desktops. Please see 
KidDesk Aware (page 42) for information about additional features available to System 7 users. 


A Reminder to Register 


When you register your copy of Millie’s Math House with us, you become a member of 
the Edmark Education Team, a group of parents, educators, and software professionals 
committed to helping young children learn. As a member of the Education Team, you 
automatically receive: 


=» New product and upgrade news 
=» Expert educational tips for parents 


» Fun activities for kids 
» Much more 


To Register: 


1. Simply Till out the enclosed, 
postage-paid Registration Card 
and drop it in the mail. 


OR 


2. Give us a call, toll-free: 


1-800-691-2988 


(24 hours a day, 7 days a week). 


What's Inside Millie’s Math House 


The next two pages will help you to quickly see what awaits you in Millie's Math House. 
Once the software is installed, you can use these pages as a brief guide to the activities. 


Millie’s Main Room 


Millie’s Main Room offers six learning activities for your child. To enter an activity, dick one of 
the six rooms. Once you have entered a room, click | to return to the Main Room. 


Little, Middle, & Big . Mouse House Bing & Boing 


Build-A-Bug -- -- Cookie Factory 
Click to leave | Number Machine Click to see how to enter 
Millie's Math House the Adult Section. 


See what happens 


See what happens when you click this. 


when you click this. 


Note: Screens shown in this guide are taken from the Macintosh version of Millie’s Math House. 


Little, Middle, & Big 


Compare and match sizes. Try shoes of 
three sizes on three different characters. 


Mouse House 


Identify and match geometric shapes. Build 
using your ideas or by following a blueprint. 
Print and color what you have built. 


Bing & Boing 


Recognize patterns. Create and complete 
interesting patterns that you can see and hear. 


Build-A-Bug 


Hear and see numbers and the corresponding 
quantity. Place from one to ten eyes, ears, 
spots, etc. on a bug. Print and color your 
unique creation. a 


Number Machine 


Recognize numerals. See and hear a delightful 
assortment of critters counted as they pop out 
of a drawer. 


Cookie Factory 


Use thinking skills and counting. Try devices in 
different sequences to produce different results. 
Count Jelly beans to decorate cookies. 


Moving Around the House 


Come inside Millie’s Math House and play in every room! It is easy to move around the 
House and to make all sorts of things happen—just click! 


To move from the Main Room to an activity room, click one of these: 


When you are playing in any room of the House and want to go back to the 
Main Room, click Millie. 


When you enter a room, you will be in the Explore and Discover Mode. You can 
have fun experimenting. There are no right or wrong answers. Play as long as you 
like. When you want to enter the Question and Answer Mode of that same 
activity, click the framed picture. (Each room has a different picture.) 


When you are in the Question and Answer Mode of an activity, the character will 
ask you questions or make requests. Play as long as you like. If you want to go 
back to the Explore and Discover Mode of the same activity, click the empty 
picture frame. 


To print your creations (Mouse House and Build-A-Bug), click the printer. 


In Bing & Boing and Build-A-Bug, you can record your own sounds (if your 
computer is equipped with a sound-recording device). For example, the bug 
giggles, but you might want it to say, “I am an awesome bug.’ To record, click 
the microphone. 


© seopo00) sooroRGe 


The Adult Section contains an Adult Information Notebook and options for 
customizing the program. To enter the Adult Section: 


PC/Compatible users hold down the Ctrl and Alt keys while pressing “A.” 
Macintosh users hold down the Option and Command 3 keys while pressing “A.” 


If you forget how to enter the Adult Section, click the little Notebook (seen 
throughout Millie's Math House) for a reminder. 


To leave the Math House, click the Stop Sign. Millie will miss you. Come back and 
play again soon! (The Stop Sign can be turned off. See pages 38 or 40. 


Mouse House 


Little, Middle, & Big 


And now a review... Bing & Boing 


To Switch between the 
Explore and Discover Mode 
and the Question and 


Build-A-Bug - - 
Answer Mode. 


Number Machine Cookie Factory 


To go to the Main Room. ! 
For a reminder of the 


keys used to enter the 
Adult Section. 


Note: If you are using a TouchWindow, just touch the screen when 


instructed to click or drag. — 


WEL. COMP 
AYA 


Little, Middle, & Big. 


Overview 


Little, Middle, and Big need help finding shoes. As children select different pairs of shoes, 
Little, Middle, and Big let them know how well the shoes fit. 


Learning Opportunities 

= To explore the concept of size 

= To identify and compare different sizes 

= To examine similarities and differences in size - 
= To expand vocabulary of “size words” 


About Kids ee 

The concept of size becomes important as children begin to see and make sense of their 
world. Comparing objects forms the basis for measurement. At first, these comparisons 
will be very general. Everything will be “big” or “little.” As the understanding of size grows, 
more categories (such as medium) are used and finer discrimination abilities develop. 
Encouraging your child to talk about size by comparing one thing te to another will build 
essential vocabulary and strengthen HAversapalng, 3 


Together Time Activities (see page 16) 
= Bigger Than a Bread Box 
= Silly Me 


Little, Middle, & Big 


Explore and Discover Mode 


@ Click to enter Little, Middle, & Big from the Main Room. 


#2 A voice will say the size, for example, “Small shoes.” 


a Click a pair of shoes. g 


00. 
a Click a character. $22 Little, Middle, or Big will ask for shoes, for example, “I'm Little. 


| need shoes.” 


= Click the shoes you want to try on Little, Middle, or Big. Because this is the Explore 
and Discover Mode, you can put any shoes on any character. The characters’ faces will 
react to the shoes you choose. You are in charge! 


Try shoes on different characters as long as you like. 


a If you want to mix up the shoes, click the cat , Try it just for fun. When you 
want the shoes sorted by size again, click the cat once more. 


® Click | ®\| for the Question and Answer Mode, or click 


o return to the Main Room. 


Little, Middle, & Big 


Question and Answer Mode 


to enter the Question and Answer Mode. The spider will introduce a 


character. Then, Little, Middle, or Big will ask you to find a pair of shoes, for example: 


® Click a pair of shoes. 


- If the shoes fit, the 
character will look 
happy and thank you! 


Try again until you find some that are just right. 


a If you want a challenge, mix up the shoes by clicking the cat.’ 


- If the shoes do not fit, the 
character will tell you what 
the problem is. For example, 
“These are too big.” 


want them sorted by size, click the cat again. 


“I'm Little. | need shoes.” 


When you 


a Play as long as you want. After all the shoes are used, the cat will meow, and the shelves 


will fill with shoes. 


sf. 
® Click ee for the Explore and Discover Mo 


de, or click 


to return to the Main Room. 


Little, Middle, & Big 


Together Time 


Bigger Than a Bread Box 

Play a guessing game that requires size comparison and the use of “size words.” Start by 
saying, “| see something smaller than you but larger than my ring.” Let your child take a 
guess. Then, help narrow the choices by offering another clue, “I see something smaller than 
yout little brother but larger than the flowerpot.” Continue to give clues until your child 
guesses correctly. Then, let your child think of an object and give the clues. 


Silly Me 

Cut out a fulHlength picture of your child from an old photograph. Glue the picture onto a 
large piece of white paper. Let your child find magazine pictures of hats, shoes, and gloves 
or mittens. Help cut out these items. Let your child create a funny self-portrait by adding 
clothing. Talk about the “too big hat,” “too little mittens,"and “just right shoes,” etc. Follow 
by reading Goldilocks and the Three Bears as a bedtime story. 


Mouse House 
Overview 


PSS ATO 


Children use geometric shapes (squares, triangles, circles, half-circles, and rectangles) as they 
build by following blueprints. With these same shapes, children can also create their own 
designs. Designs can be printed and colored. 


ee ee ae 


Learning Opportunities 

» To match shapes 

= To discriminate between sizes of the same shape 

= To hear and use the names of shapes 

= To discover that a shape is still the same shape, regardless of position or size 
= To create with shapes 


About Kids | 

Young children will begin their attempts to follow a blueprint by trial and error. At first, they 
learn to identity and match triangles, circles, and squares. Later, they learn other shapes and 
discriminate between identical shapes of different sizes. As children become more aware of 
how things are supposed to look, they place greater value on realism. Both realism and 
imagination should be encouraged. 


Together Time Activities (see page 20) 
= Tabletop Town 

= Geometric Pretzels 

» City Stamps 


Mouse House 


Explore and Discover Mode 


w Click to enter the Mouse House from the Main Room. 


The Mouse House contains 
blueprints, a shape supply 
area, and a work area. 


shape supply area - - 7/- - work area 


a Click or or 
Blueprints with squares, Blueprints with squares, Empty work area (build 
circles, rectangles, and circles, rectangles, triangles, without blueprints). 
triangles in one size. and half-circles in two sizes. 

- If you are following a blueprint, - lf you are building in the empty work 
drag the shape from the supply area without a blueprint, or adding 
area to the work area, and drop it extra shapes to a blueprint, drag the 
into place (over the same shape). shapes wherever you want. 


# Build as long as you like. Click another blueprint, or build in the empty work area at any time. 


a Click to print what you have built. Once printed, you may want to color your 
design, adding bricks, scenery, people, etc. 


a Click for the Question and Answer Mode, or click to return to the Main Room. 


Mouse House 


Question and Answer Mode 


to enter the Question and Answer Mode. 


a Frank Lloyd Mouse has surprise blueprints. You will not know what you are building until 
you finish, but you can decide how many shapes and sizes to use. 


w Click or or 
Blueprints with squares, Blueprints with squares, Blueprints with all the 
circles, rectangles, and circles, rectangles, triangles, shapes in two sizes and the 
triangles in one size. and half-circles in two sizes. most complex design. 


# Mr. Mouse will ask you to find a shape, for example: 


“Please give me a 
large square.” 


= Click or drag the shape requested. To hear the request again, click Mr. Mouse. 


- If you click or drag the right - If you do not click or drag the right shape, 
shape, It will snap into place. = Mr. Mouse will ask you to try again. 


When you finish building, the mice will move in and celebrate! 


| for the Explore and Discover Mode, or click to return to the Main Room. 


Mouse House 


Together Time 


Tabletop Town 

Cut out rectangles, squares, circles, half-circles, and triangles in different sizes from fabric 
scraps. (Felt is best, but paper will work, too.) Sit with your child at the table, and 
construct buildings, trees, houses, roads, etc. together. Use the entire table, then have 
dinner on the town! 


Geometric Pretzels 

lf you and your child enjoy cooking together, you can make geometric pretzels. Mix together 
1 package of dry yeast, 1 tablespoon of sugar, 1/2 cups of water, 1 teaspoon of salt, and 41/2 
cups of flour. Knead the dough for five minutes, adding a little flour if necessary. Pinch off 
chunks of dough, and roll them into “ropes” of different lengths. Shape these ropes into 
rectangles, squares, circles, and triangles of different sizes, and place them on a lightly 
greased cookie sheet. If you wish, you can brush them with a little water and sprinkle them 
with coarse salt. Bake for 9 minutes at 475 degrees Fahrenheit. 


City Stamps 

Do you have old, flat soonges available? These can easily be cut into geometric shapes. 
Then, with two or three pie tins of colorful tempera paint, your child can stamp a city onto 
shelf paper. The completed city can be hung as a mural in a play area or child’s bedroom. 


Bing & Boing 


Overview 


Bing and Boing are bouncing pals who help children create, recognize, and complete 
patterns. These patterns are special: each is made of pictures that make their own sounds. 


Learning Opportunities 

=» To create patterns 

= To complete patterns 

= To recognize that a pattern is made of regularly repeated parts 
= To understand that parts make up the whole 


About Kids 

Patterns are all around us. We can observe patterns in art, music, mathematics, science, 
literature, history, and other disciplines. Patterns help children make sense of what they see 
and hear. The repetition that is a part of all patterns allows children to predict what will 
come next. Patterns also allow children to see relationships and to recognize parts of a 
whole. Pattern recognition plays an important role in the ability to understand categories and 
construct knowledge. Encouraging children to notice, experiment, and play with patterns 
helps to build a foundation for logical thinking. 


Together Time Activities (see page 24) 
» Name That Pattern 
» Patterns, Patterns, Everywhere 


Bing & Boing 


Explore and Discover Mode 


a Click | =| to enter Bing & Boing from the Main Room. 


a Click from one to three pictures to try in a pattern, for example: 7 
more than three, the new choices will replace the original ones. 


a Click for the Question and Answer Mode, or click to return to the Main Room. 


= TO RECORD your own sound for any picture: 


1. Click a}. : : 
© Your Sound © Your Sound © Your Sound © Your Sound 
? Click ) pictu re @ Original Sound @ Original Sound @ Original Sound @ Original Sound 
3. Click | : : | 
4. Click [@] to begin recording; click La Sei ae pe eer eres 
when finished; click [>] to hear what Fe apes ates a 
was recorded. (ecard) Cx) 


5. Click (e2_) to save your sound. 


6. Repeat steps 2-5 to record other sounds, Oo wel oad ba 
or click to return to Bing & Boing. | oS ae ae 


Bing & Boing 


Question and Answer Mode 


@ Click to enter the Question and Answer Mode. 


= Click Boing @ when you are ready to watch and listen. Boing will start to play a pattern. 
Can you help finish it? Click Boing to see and hear the pattern again. 


“What comes next?” 


® Click the picture you think comes next. 


- If you are right, Boing will complete - If you make a mistake, Boing will 
and play the pattern. stop and ask you to try again. 


Try different patterns as long as you like. Just click Boing each time you 
want to play. 


a If you want to record different sounds for any of the pictures, click 


. 


Bing & Boing 


Together Time 


Name That Pattern 

Clap out name patterns with your child. Start with your child’s name and repeatedly clap out 
“Jen-ni-fer, Jen-ni-fer,” for example. Then, clap out your name pattern. Take turns thinking 
of names and clapping them out together. Try using some long names from your child's 
favorite stories, such as Cinderella or Rumpelstiltskin. For variety, you can play name patterns 
with back-to-back spoons or sticks on a board. 


Patterns, Patterns, Everywhere 

Help your child identify patterns in the environment. When you are out for a walk or 
drive together, look at window placement, patterns in flowers, and the arrangement of 
bricks or blocks on buildings. At home, point out patterns in quilts, fabrics, wood trim, 
wallpaper, and flooring. Your child may enjoy sketching some of these patterns. 


Build-A-Bug © 


Overview 


Children experiment with numbers by placing from one to ten eyes, ears, antennae, spots, 
feet, and tails on bugs. These bugs can be printed and colored. 


Learning Opportunities 

= To see numerals, hear them spoken, and see the corresponding quantity of objects 

= To understand that a number represents a certain quantity of objects, regardless of 
what the objects are or how they are arranged 

= To see the relationship of parts to a whole 

= To create a unique “work of art” 

= To hear both singular and plural forms of nouns, for example, one antenna, 
two antennae 


About Kids 

In Build-A-Bug, children use the computer as a tool to build their own unique bugs. 
Creativity is fostered, and most children are able to produce very pleasing results. Some 
children will create more realistic bugs; some will create more imaginative bugs. Both should 
be encouraged. From their earliest experiences, children form beliefs and attitudes about 
control and responsibility. Experiencing and viewing the computer as a tool they can control 
rather than a tool that controls them impacts their understanding of technology and their 
perception of learning as an active, rather than a passive, experience. 


Together Time Activities (see page 28) 
» Yummy Bugs 
» Big Bug Bread! 


Build-A-Bug 


Explore and Discover Mode 


Build-A-Bug has an Explore and Discover Mode only. The emphasis is placed upon 
experimenting with numbers and the quantities they represent while creating unique bugs. 
Children see a numeral and hear the number spoken aloud as they add parts to the bug. 


m Click to enter Build-A-Bug from the Main Room. 


a Click a head you would like to use for your bug. 


a Click a bug part (ear, eye, tail, etc.), and click a number. 


lf, for example, you click 4 _and then 


= To move a bug part, just drag the part from one place to another. Try different 
arrangements. These bugs just love to be unique! 


= To change your bug’s appearance, click new numbers and new parts. If you want to erase, 
click the bug part, then click zero. 


= Create new bugs, unusual critters, or interesting designs by dragging parts from your big 
bug to another place on the screen. Below, the little bug is made from big bug parts. 


Made from big 
« bug parts 


# Click the bug's head to hear it giggle. 
@ Click 


= Click | 


= TO RECORD your own sound for the bug: 


1. Click 
2. Click (Record) , 


3. Click [@] to begin recording; click [=| 
when finished; click [>] to hear what ota rant 
was recorded. 


4. Click to save your sound. 


5. Repeat steps 2-4 to record a different IO : 
sound, or click to return to 
Build-A-Bug. an 


Build-A-Bug 


Together Time 


Yummy Bugs 

Open the cupboards and the refrigerator. It is time to create yummy bugs for your dining 
enjoyment! With your child, count out the right number of small plates for your family. Then, 
let your child create a different salad on each plate. Peach or pear halves make good bodies. 
Radishes, apricots, or marshmallows can serve as heads. An assortment of nuts, raisins, 
carrots sticks, grapes, etc. can be counted out and added for different bug parts. Your child 
can have fun deciding who will enjoy devouring each bug. 


Big Bug Bread! 

You and your child can create a giant bug from bread dough. Set aside about a third of the 
dough to use for the small bug parts. Shape the rest of the loaf into a head and a body, 
using a little water to stick them together. Then, using the remaining dough, shape and add 
feet, eyes, ears, etc. Count with your child as these parts are added. After baking, share the 


BIG BUG BREAD with your family for dinner! 


~ 
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Number Machine 


Overview 


The Number Machine houses critters who help children count and recognize the 
numerals 0-10. 


Learning Opportunities 

= To see the numerals 0-10 and hear them spoken 

» To recognize and read numerals 

= To hear the numbers 1-10 counted 

= To understand that a number represents a certain quantity of objects, regardless of what 
the objects are 

= To hear both the singular and plural forms of nouns, for example, one mouse, two mice, 
one bee, three bees 


About Kids 

The steady rhythm and predictability of counting holds great appeal for many young 
children. “Counting words” feel important, and children should be encouraged to use these 
words, even if the first attempts are “One, two, seven, four. . .” As they hear the correct 
order again and again, children begin to say the words in order. Real counting may come 
quite a bit later, when they first begin to associate a number with a quantity. In the Number 
Machine, things are consistently counted in the same way:."One, two, three. Three lizards.” 
This is intended to help children learn that the last number named in counting also describes 
the quantity of the set of objects counted. Encourage your child to count things and count 
together frequently. Don’t be in too much of a hurry to count more and more objects. 

Help your child to build a firm understanding of “3” before moving on to “4.” 


Together Time Activities (see page 32) 
« Book Look 
« Snip That Number 


Number Machine 


Explore and Discover Mode 


@ Click to enter the Number Machine from the Main Room. 


a Click any key 
the drawer opens, and the critters pop up one-by-one. As they pop up, they are counted, 
for example: 


“One, two. Two mice.” 


= Continue exploring the Number Machine by clicking different keys and discovering the 
other critters that live in the drawer. You might like to count aloud as you see the numerals 
and hear the number of critters counted. 


“One, two, three, four, 
five. Five lizards.” 


for the Question and Answer Mode, or click to return to the Main Room. 


Number Machine 


Question and Answer Mode 


“Find the number 3.” 


a Try to find the number requested, and click that key. If you forget what the number is, click 
the worm for a reminder. 


- Ifyou are correct, the drawer - If you do not click the key 
will open, and the critters will requested, you can keep trying 
pop up and be counted off. until you find it. 


Annie, the worm, will continue asking you to find different numbers. 
Don't be concerned about making mistakes; if you keep trying, you 
will always find the right answer! 


m Click for the Explore and Discover Mode, or click to return to the Main Room. 


° 


Number Machine 


Together Time | 


Book Look | | 

You and your child can look for numbers in newspapers, magazines, and books around your 
house. Count the people, animals, or objects on a page of a picture book. Read a story with 
counting or numbers to your child, or have your child “read” to you. Count the bananas in a 

grocery advertisement. Find and name page numbers. Count the houses in a real estate ad. 


Snip That Number : : 

Pile plenty of old magazines, catalogs, and newspapers on a table. Give your child ten sheets 
of paper, assorted markers, safety scissors, and paste or glue. Help your child number the 
pages 1-10. Then, cut out pictures to illustrate each number. For example, glue one house 
on page 1, two faces on page 2, three cars on page 3, etc. When all pages are completed, 
have your child design a colorful cover and staple the pages together. This is a great rainy day 


or “home from school with a cold” activity! 


® im 


Cookie Factory — 
Overview 


Children enjoy counting jelly beans as they decorate cookies for Harley, the horse, and his 
friend Froggy. They also discover that using the Factory's devices in different ag ag 
produces different results. 


Learning Opportunities | 

= To see the numerals 0-10 and hear objects counted 

= To recognize the spoken or written number and the quantity it represents 

= To use trial and error 

= To experiment with single actions that can be combined to produce a variety of results 

= To foster problem-solving skills and attitudes 

= To see that a number of objects remain the same quantity, regardless of how those 
objects are arranged 


About Kids | : | : 

The world is changing so fast that our children will face problems that we can only imagine. 
It is not possible to teach children answers to every question in advance, but we can help 
them develop skills, strategies, and attitudes that will make them better problem-solvers. 
There often is more than one way to solve a problem. Children need time to experiment 
and try different approaches. They need to learn that “mistakes” often provide valuable 
information. Help your child develop a ‘positive attitude and a will to persist when faced 
with a problem, even one as simple as how to make things happen in the Cookie Factory. 


Together Time Activities (see page 36) 
= Comic Cut-ups . 
=» Millie Says 


Cookie Factory 


Explore and Discover Mode 


Let your child click different devices in the Cookie Factory to discover the function of 
each one. At first, your child may see each device in isolation. At some point, your child 
will discover that clicking devices in different sequences will produce different results. The 
sequence below decorates and sorts cookies, but let your child use trial and error to 
discover this independently! 


a Click to enter the Cookie Factory from the Main Room. 


= Decorate the cookie by clicking the jelly bean dispenser jg as many times as you want. 
The number of jelly beans will be counted aloud and shown on the jelly bean meter as 
they drop onto the cookie, for example: 


Two jelly beans 
on the 


cookie “One, two.” 


a Click the hand » to move the cookie into a bin, or click the lever to move the cookie 
along the conveyor belt. Make and decorate as many cookies as you want. You might try 
to put a cookie or two in every one of the cookie bins. 


for the Question and Answer Mode, or click | to return to the Main Room. 


Cookie Factory 


Question and Answer Mode 


to enter the Question and Answer Mode. 


= A cookie will drop and move under the jelly bean dispenser. Then, Harley will ask you to 
put jelly beans on it, for example: 


“Put three jelly beans 
on my cookie, please.” 


wy once for each jelly bean Harley requested. Then, click the 
to feed the cookie to Harley. Click Harley if you want to hear the request again. 


- Ifyou count out the number —_- If you count out too many or 
of jelly beans requested, too few jelly beans, Froggy 
Harley will thank you and gets to eat the cookie, and 
gobble the cookie! you get to try again. 


You can continue decorating cookies for Harley as long as you like. 


to return to the Main Room. 


Cookie Factory 


Together Time 


4 


Comic Cut-ups : 

Cut out a comic strip (appropriate for your child) from the daily paper. Read the comic to 
your child, and discuss what happens first, second, third, etc. Then, cut the frames apart, 
shuffle them, and lay them out in a new order. Read the “new comic strip,” and discuss 
the difference. Then, let your child try arranging the frames into their original order. 


Millie Says 
Enjoy the fair weather, and play “Millie Says” while you are outside in the yard or park. 
Count the giant 


ou 


ou 


Make a request, such as “Millie says, “Take 9 giant steps toward the tree. 
steps together. Then, “Millie says, ‘Take 8 tiny hops sideways toward the house. 
aloud together as your child hops. Switch roles, and let your child be Millie. 


Count 


am 


For PC/Compatible Users 
fo 2 : on 


Adult Section eo 


To enter the Adult Section, hold down the Ctrl and Alt keys while 
pressing “A.” 


The Adult Section of Millie’s Math House includes two parts: the Adult Information Notebook 
and Options. 


The Adult Information Notebook 


Each of Millie's six activities includes five pages of adult information: Game Play for brief 
directions; Learning Goals for educational opportunities; About Kids for developmental 
information; School Play and Home Play for activities to enrich your child's learning experience 
away from the computer. | 


To use the Adult Information Notebook, click an activity. 


Adult Information 
Table of Contents 


» Mouse House a Bing & Boing 


__-- To go to the Main Room. 


| © Build-A-Bug @ Number Machine 
| MP Little, Middle, & Big 4 Cookie Factory” 


f Begin by clicking one of the threebug vent walking into trees?) or build a new 
; H heads. Next, click a number and abug _ little bug by dragging parts off the big 
"psy H ' 
~ ; part, for example, 3 and the eye. Watch bug body, Click the bug's nose to heara 
To exit Mill, l€ S Ma th Ho USE ms 6S Hi as 4 eyes appear onyour bug, Toerase giggle. To printyour unique bug 
ras H the eyes, click 0 and the eye. Bug parts creation, click the printer, 


can be dragged to uther places, It’s easy 
to put eves on your bug's legs (to pre- 
< 


To return to the first page of ~~. __ : 


~ 


the Adult Information Notebook. 


To play in the activity room. ------ 


For PC/Compatible Users 


Options 


Use Options to customize Millie’s Math House for your child. 


To see the Options dialog box, click in the Adult Information Notebook. 


OPTIONS 
The Stop Sign appears 

on the Main Menu ------ 
screen only if exit is 

allowed. (Command-Q 

can still be used to quit.) 


Printing 


® Printing On O Printing Off - Allows printing in Mouse 
a ce cn ee House and Build-A-Bug. 


eon - Turning the Theme Music 
== off will not affect the 
speech or sound effects in 
Millie's Math House. 


Special Needs Users: ------#- 
Turns single switch 
scanning on or off. 
(When scanning Is on, 
the Mouse House 
Explore and Discover 
Mode is not available.) 


©} Scanning On @ Scanning Off 


[Single Switch Options| [Single Suitch Options | Options 


Special Needs Users: Click here to set scan rate and 
progression. (When scanning is on, you can temporarily 
suspend or resume scanning by pressing Ctr/-Alt-S.) 


Scanning (Disk and CD-ROM Users) 
Two types of single switch scanning are available for special needs users: 
= Automatic Progression: Scanning restarts automatically after each selection. 
= Switch Activated Progression: Switch required to restart scanning after each selection. 


For Macintosh Users 


Adult Section 


To enter the Adult Section, hold down the Option and Command 3€ keys 
while pressing “A.” 


The Adult Information Notebook 


Each of Milllie’s six activities includes five pages of adult information: Game Play for brief 
directions; Learning Goals for educational opportunities; About Kid's for developmental 
information; School Play and Home Play for activities to enrich your child's learning 
experience away from the computer. 


Disk 
To use the Adult Information Notebook, To turn to one of 5 pages for that activity, 
click an activity. click a Notebook tab. 


To exit, choose é File_eait 2 Bs 
File menu. Adult Information 


CESESECCESCSPESECPSESSEPS ||| To return 


Game Play _ to the first 


" . In the Explore and Discover Mode, click Click inside the picture frame to enter 2 

Mouse House Bing & Boing each device in the Cookie Factory (lever, the Question and Answer Mode. Harley pa | e ot 
hand, cookie pipe, jelly bean dispenser) will ask fora certain number of jelly 
to see what each does. Discover what beans on the ookie. Your job is to drop 

Build-A-Bug Number Machine youcan make happen. Youcan bounce _ the correct number of jelly beans onto th e Ad U It 
jelly beans. You can run a mokie off the — the cookie, then click the hand to feed 
end of the conveyor belt, You can drop the cookie to Harley. If the number of | n fo r m ati O n 

j j j j jelly beans onto a cookie, You can sort jelly beansis right, a happy Harley will 

Little, Middle, & Big Cookie Factory cookies (by the number of jelly beans) gobble the cookie. If you forget how 

into bins. many jelly beans to put on the ookie, b k 
click Harley to hear and see the number, Note OO . 
%,! an eee ee — BE cos eg | a 
To go to the | Game Play [Learning Goals[] School Play Home Play About Kids so a 
- 


dee = a es 
Main Room. a : if : = 


’ To play in the activity room. To print the page. 
To go to recordkeeping. 


CD-ROM 
To use the Adult Information Notebook, To turn to one of 5 pages for 
click an activity. that activity, click a Notebook tab. 


= | 
AAA AA, AAA a, VAAAAARAAAAA AAS 


% File Edit ®% File Edit 
PPPAAAaag 


Adult Information 


AA AAA AAA AAA _ 


ao 6 


To exit, choose 
Quit from the -~1] 


a @ 


COOKTE FACTORY | 


Table of Conte: In the Explore and Discover Mode, click Click inside the picture frame to enter 
F\| Py 4 each device in the Cookie Factory (lever, the Question and Answer Mode. Harley 
| e mM e Nn U . +} Mouse House hand, cookie pipe, jelly bean dispenser) will ask fora certain number of jelly 
to see what each does, Discover what beans on the cookie. Your job is to drop 


youcan rake happen. Youcanbotmce the correct number of jelly beans onto 
jelly beans. You can rum a cookie off the the cookie, then click the hand to feed 
end of the conveyorbelt. Youcan drop the cookie to Harley. If the nuanber of 
jelly beans onto a cookie. You can sort jelly beansis right, a happy Harley will 
cookies (by the number of jelly beans) gobble the oookie. Hf you forget how 
into bins, many jelly beans to put on the cookie, 


click Harley to hear and see the number. i 
| Gene Play 
To go to the 


Main Room. ---+(@ Ley] [Preferences] [Leavis of Fontents Cerint 4-1 -To print 
=a ae an the page. 
To customize To print the page. To play in the To return to the first 


Millie’s Math House. activity room. page of the Adult 


Information Notebook. © 


. 2) Number Machine | Little, Middle, & Big 


& Bing & Boing 


lLearning Goaef] Svhool Play f Home Play fl About Kids 


© 


For Macintosh Users 


Preferences 


Use Preferences to customize Millie’s Math House for your child. 


Disk 


To see the Preferences dialog box, choose Preferences from the Edit menu. 


_-- The Stop Sign appears on the 

| Main Menu screen only tf exit Is 
allowed. (Command-Q can still be 
used to quit.) 


Preferences 


inting | _---4> Allow Printi ge 
Allows printing in Mouse ~--~~ EI Allow Printing 
Show Stop Sign ~ 


House and Build-A-Bug. 


| Sera SE NES oe Se ey -- Turning the Theme Music off 


will not affect the speech or 
sound effects in Millie’s Math 
House. 


Special Needs Users: 
Turns single switch 
scanning on or off. (When 
scanning is on, the Mouse 
House Explore and Discover 
Mode is not available.) 


Scanning 
Speed 
(seconds) 


i —] Scanning On 


= 
fa 
aa 


| Scan Progression 


©) Automatic Progression 
@ Switch Activated Progression 


Special Needs Users: 

Adjusts scanning rate. (When 
scanning is on, you can temporarily 
activate the mouse cursor by holding 


down the Command 3 key. 
CD-ROM | s 


To see the Preferences dialog box, click on the Table of Contents or choose 
Preferences from the Edit menu. 


Special Needs Users: Turns single switch scanning on or off. (When scanning is _, Turning the Theme Music 


on, the Mouse House Explore and Discover Mode is not available.) / off will not affect the 


speech or sound effects in 


I 7 


cee : Millie's Math House. 
H sit Option Theme Music 

¥ top mn appeals || Gey © Allow Exit iss @ Play Music 

on the Main Menu -7-77777> 17 8 ONo Exit C)No Music 


_- Special Needs Users: Click 


r2 : 
Soa Gieten eat | “tags: a Input ——— } here to set scan rate and 
© Hide Icon @ Off (_Options... -T ' progression. (When 


scanning Is on, you can 


screen only if exit is 
allowed. (Command-Q 
can still be used to quit.) 


[ p @ Allow Printing @ Color, If Available < 


be No Printing  OBlack & White F temporarily activate the 
mouse cursor by holding 
down the Command & key.) 
Allows printing in Mouse House Prints in black and white (which is ~ Prints in color if color print- 
and Build-A-Bug. faster and uses less memory) even er is available. Otherwise, 
if color printer is available. orints in black and white. 


Scanning (Disk and CD-ROM Users) 
Two types of single switch scanning are available for special needs users: 
» Automatic Progression: Scanning restarts automatically after each selection. 
= Switch Activated Progression: Switch required to restart scanning after each selection. 


For Macintosh Users 
(Disk version only) 


The Records Folder pre 


The Records Folder contains a recordkeeping system that allows you to FELOROS 
track how long your child plays in each activity room as well as total and 
correct responses. 


To begin a new record for your child or =» [-# Fae tat 
other children, click the Records Folder. 


Select a Child: 


-To add a name, click (aaa), 
then type the name. 


- -To change a name, click the name, 
then click (_thange _} 


-To delete a name, click the name, 
then click . PLAY 


To return to the Adult Information Notebook.----~~~ 


To set timed play to track how long your child plays | 

: me Use the arrows to select the number of minutes 
Preach activity toom; toket Tesponses, amid: correct. — p _- (hel ine sepals war Hime ons Keer records a 
responses, click the name, then click Gimearray ). 


gl Minutes 


-Enter 1-60 minutes. 


-Click to begin timed play. Start 
play—timing begins immediately. 


%® File Edit 


To view your child's record showing time 
played in each activity with total and correct 
responses, click the name, then click (iew Records) , SUE Naser Machine EGGS 


84/95 Number Machine Question 
84/95 Cookie Factory Explore 
8/4/95 Cookie Factory Question 


Records for "Your Child” 


Total Correct Minutes 
Responses Responses Played 


8/4/95 Mouse House Explore 
8/4/95 Mouse House Question 


-To print a record, click 


-To delete a line of information, click the line to 
highlight it, then click (Betete Record} . 


Hgleie Hacord Print Records 


PC/Compatible and Macintosh Users 
(System 7 or higher required for Macintosh) 


KidDesk Aware 


KidDesk, a separate program published by Edmark, gives kids a place of their own on the 
computer—a personalized desk that provides hard disk security, letting kids use the 
computer independently and run only those programs you select for their use. If you run 
Millie’s Math House from KidDesk, these features are available. 


Millie Mac CD-ROM, Millie PC CD-ROM, and Millie PC Disk 
# The Stop Sign on Millie's Main Menu is replaced with a KidDesk fa 
return to KidDesk. 


icon. Click this to 


= Millie’s Math House uses the KidDesk scanning settings. You can temporarily change the 
settings, however, in the Adult Section of Millie’s Math House. Changes remain in effect 
until your child returns to KidDesk. 


PC Users: Running Millie’s Math House through KidDesk or KidDesk Family Edition 
= Torun Millie’s Math House through KidDesk (DOS version): add c:\millie\millie.exe. 
(If using the CD-ROM version, add c:\edmark\cd\millie\millie.exe. ) 


= Torun Millie’s Math House through KidDesk Family Edition, do one of the following 
(depending upon which configuration worked when you originally installed Millie's Math 
House): 


- Using your Windows sound configuration: add c:\millie\milliew.exe. (If using the 
CD-ROM version, add ¢:\edmark\cd\millie\milliew.exe.) 


- Suspending Windows: add ¢:\millie\millie.exe and then select the “Run from DOS" 
option. (If using the CD-ROM version, add c:\edmark\cd\millie\millie.exe and then 
select the “Run from DOS" option.) 


- Running directly from Windows: add c:\millie\millie.exe. (If using the CD-ROM version, 
add ¢c:\edmark\cd\millie\millie.exe. ) 


« If you choose to run Millie’s Math House from a KidDesk Family Edition desktop accessory, 
use DOS c:\millie\millie.exe in the accessory run line. (If using the CD-ROM version, use 
DOS c:\edmark\cd\millie\millie.exe. ) 


Note: If the hard disk to which you installed Millie’s Math House ts other than c:\millie, 
substitute the appropriate information. 


Troubleshooting 


Problem 


Possible Cause 


For PC/Compatible Users 


Solution 


Resource does not exist 
or resource error. 


Program Is missing necessary files. 


“Not enough free memory” 
message. 


Not enough conventional memory to 


load Millie's Math House: too many 
drivers and/or memory resident 
programs. 


Mouse error message 
appears on screen. 


MS-DOS (or compatible) mouse 
driver not installed or installed 
improperly. 


Before Installation, increase free hard disk space to 
12 megabytes. (If you are using disk compression 
software, free about 24 megabytes.) 


Remove unnecessary Memory Resident Programs 
(TSRs) that load from your AUTOEXEC.BAT file. 
Remove unnecessary drivers from your CONFIG.SYS 
file. Or, make a clean boot disk. Refer to your 
MS-DOS User’s Guide. DOS 6.x users can run 
MEMMAKER.EXE (if using EMM 386). 


Install and load mouse driver (see your MS-DOS 
User's Guide). Or, consult your mouse manual. 


Program will not continue 
beyond title screen. 


Sound device not installed or 
improperly installed. 


Wrong sound card selected 
during installation. 


Install sound device, or consult your sound device 
manual. 


Run the Installer (oages 3-4) and select the correct 
IRQ and DMA. Refer to your sound device manual. 


“DMABuffersize=OXX” error 
message. 


DMABuffersize too small to run 


Millie’s Math House from Windows. 


Add “DMABuffersize=64” to SYSTEM.INI file in the 
[386Enh] section. 


No sound. 


Millie's Math House configured for 
incorrect sound device. 


Sound device not installed or 
improperly installed. 


External speaker not connected. 


Run the Millie’s Math House Installer (pages 3-4) 
and select your sound device. 


Install sound device, or consult your sound device 
manual. 


Connect external speaker. 


No sound from Pro Audio. 


Driver may not be loaded or using 
incompatible hardware settings. 


Sound is barely audible 
or too slow. 


Sound device conflicts with other 
sound cards or with Windows. 


Using computer's internal speaker. 


Sound card volume turned down. 


Make sure the MVSOUND.SYS driver is loaded 
(refer to your sound card’s manual), or make sure 
IRQ is less than 10. Or, select Sound Blaster in the 
Installer. 


Refer to troubleshooting section of sound device 
manual, run the Installer (pages 3-4) and choose 
another option for running Millie’s Math House 
from Windows. 


Install a sound device with external speaker. 


Turn up sound card volume. 


For PC/Compatible Users 


Troubleshooting (cont.) 


Problem 


Changes to Windows install 
configuration do not take 
effect. 


Possible Cause 


Windows only reads the changed 


configuration information on startup. 


Solution 


Restart Windows. 


Edmark Group or Millie’s Math Edmark Group or Millie’s Math House 


Math House icon does not 
appear in Program Manager 
after running Installer from 
Windows. 


icon does not appear until Windows 
has been restarted, or an incorrect 
configuration option has been 
selected. 


Restart Windows. Or, reinstall Millie’s Math House 
and choose a Windows install option. 


Recording is not available. 


Sound card chosen that does not 
support recording. 


Choose a sound card marked with an asterisk (*) 
in the Millie’s Math House Installer. 


Recording does not work. 


Microphone level may be too low. 


Set the microphone input level higher. Refer to 
sound device manual. 


Unable to print. 


“Printing” has been turned off. 
Millie’s Math House configured for 
incorrect printer. 


Printer out of paper/incorrectly 
attached. 


Click “Printing On” in Options dialog box of 
Adult Section. 


Run the Millie’s Math House Installer (pages 3-4) 
and select your printer. 


Check printer. Check cable attachments. 


Millie’s Math House icon 
does not appear on KidDesk 
desks. 


Millie’s Math House improperly 
added to KidDesk. 


See KidDesk Aware (page 42). 


No mouse cursor. 
Scanning arrow appears 
on screen. 


Single Switch Input (Scanning) is on. 


Click “Scanning Off” in the Options dialog box in 
the Adult Section of Millie’s Math House (page 38). 


For Edmark technical support, call 206-556-8480. 


Troubleshooting 


Problem Possible Cause 


Using high-density disks in a 
low-density drive. 


Error message “This disk 
is unreadable: Do you 
want to initialize it?” 


For Macintosh Users 


Solution 


Millie’s Math House requires a high-density 
(1.44 MB) floppy drive. 


Millie’s Math House is installed 
as black and white. 


Program is black and white 
on a color monitor. 


Monitor is set to Black & White 
or Grays. 


Your monitor cannot support 
256 Colors. 


Re-install Millie’s Math House, using “Disk 1 Install.” 
Select “Customize” and “Color” (page 6). 


Disk Users: Set Monitor control panel to “256” 
and “Colors.” 


CD-ROM Users: Set Monitor control panel to "16" 
or "256" and “Colors.” 


Disk Users: Upgrade your video board to support 
256 Colors. 


Virus protection software may be 
interfering with installation. 


Error during installation. 


Screen saver may be interfering with 
installation. 


Disable virus protection software. 


Disable screen saver. 


Millie’s Preferences file has been 
damaged. 


Error Id: ”-39" at: 
“GetPrefld.4”. 


System 6.x: Open System Folder. Drag Millie’s Math 
House Preferences folder into trash. 


System 7.x: Open System Folder, open Preferences 
folder, and drag the Millie‘s Math House Preferences 
folder into trash. 


Sound is barely audible. Speaker volume is set too low. 


Use Sound Control Panel to set volume to desired 
level (see Macintosh User's Guide). 


Running Millie’s Math House from 
a network. 


Sound breaks up. 


“Virtual Memory” is on 
(System 7 only). 


Install Millie’s Math House on your hard disk. 
Remove copy from network. 


Turn Virtual Memory off from the Memory Control 
Panel (see Macintosh User's Guide). 


Activity room musical “Play Theme Music” is turned off. 


introductions are not played. 


Click “Play Theme Music” (“Play Music’) in 
Preferences dialog of the Adult Section (page 40). 


Your Macintosh does not have 
built-in sound input. 


No microphone icon. 


Install a sound-input device, such as the 
MacRecorder. 


Printing icon does not “Allow Printing” is turned off. 


appear in activity rooms. 


Click “Allow Printing” in Preferences dialog of the 
Adult Section (page 40). 


Picture or text does not Printer cables are incorrectly 
print. attached. 


Incorrect printer is selected in 
Chooser. 


Out of paper/printer turned off. 


Mouse cursor hidden and 
large scanning arrow 
appears on screen. 


Single switch input (scanning) is on. 


For Edmark technical support, call 206-556-8480. 


Check cable attachments. Refer to printer manual. 


Choose “Chooser” from Apple menu. Click desired 
printer. 


Check printer. 


Click Single Switch Input (scanning) “Off” in 
Preferences dialog box of Adult Section (page 40). 


Edmark’s Limited 90 Day Warranty 


Edmark is pleased to provide you with quality educational software. To assure the quality of 
this program, Edmark warrants for a period of 90 days following the original retail purchase 
of this software that it is substantially free of errors or defects interfering with program 
operation as described in the User Guide for this product. This warranty applies only to the 
original purchase and when the software is used with the specified equipment. 


If you find the program or disks to be defective in any way within 90 days of purchase, call 
our Customer Service Department at 206-556-8484, Monday through Friday, between the 
hours of 8 a.m. and 5 p.m. Pacific Time. If the problem cannot be corrected over the 
telephone, we will ship you replacement disks at no charge. 


This warranty gives you specific legal rights, and you also may have other rights which vary 
from state to state. Some states do not allow the exclusion or limitation of incidental or 
consequential damages or limitations on how long an implied warranty lasts, so the above 
limitations and exclusions may not apply to you. 


Limitations of Edmark’s Warranty 

Edmark’s liability is limited to the purchase price of this software. No other advertising, 
description or representation, whether made by an Edmark dealer, distributor, agent or 
employee, is binding on Edmark or changes the terms of this warranty. 


Damaged Disk Replacement 

We are committed to providing the highest quality products and service possible, while 
maintaining our prices at affordable levels for you and your children or students. If you 
damage your program disks at any time, we will send you replacements for a materials and 
handling fee of $10, as long as we are still manufacturing this product. Return the damaged 
disks, proof of purchase and a check to: 


Edmark Corporation 

Attention: Customer Service Department 
P.O. Box 97021 

Redmond, WA 98073-9721 


This program is for your own personal use. You may make a backup copy for safekeeping. 
However, it is against U.S. copyright laws to make copies of these disks for use by others or 
to network the program for use on more than one computer at the same time. Your respect 
for the copyright laws enables Edmark and companies like it to continue producing quality 
products at affordable prices. Thank you. 
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Special thanks to: 

Henry Brown and the Kids at The Learning Garden; Don Krasniewski, Wanda Billheimer and 

the Kids at Spiritridge Elementary Head Start; Kerry Woodward and the Kids at Cedar Creek 
Montessori School; Barbara Young and the Kids at Old Mill School; Joan Henry and the Kids 

at Mills College Children’s School; Barbara Scales and the Kids at the Harold E. Jones Child 

Study Center; Nancy Roetzer and the Child Development Unit/State Preschools at Robert Semple 
Elementary School; Denise Luenow and the Kids at Seattle Country Day School; Matt Jackson, 
John Forgard, Elizabeth Casey, Trung Phan, Harry Campbell, Kevin Field, Wesley Lachman, 
Bonnie McBride, Holly Oliver, Catherine Haller, and Liza White. 
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